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WARNING: READ BEFORE USING YOUR PLAYSTATION®2 
COMPUTER ENTERTAINMENT SYSTEM. 

Avery small percentage of individuals may experience epileptic seizures 
when exposed to certain light patterns or flashing lights. Exposure to certain 
patterns or backgrounds on a television screen or while playing video 
games, including games played on the PlayStation®2 console, may induce 
an epileptic seizure in these individuals. Certain conditions may induce 
previously undetected epileptic symptoms even in persons who have no 
history of prior seizures or epilepsy. If you, or anyone in your family, has an 
epileptic condition, consult your physician prior to playing. If you experience 
any of the following symptoms while playing a video game — dizziness, 
altered vision, eye or muscle twitches, loss of awareness, disorientation, 
any involuntary movement, or convulsions — IMMEDIATELY discontinue use 
and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation®2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD 
type. Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherials not authorized by Sony Computer 
Entertainment America may damage your console and/or invalidate your 
warranty. Only official or licensed peripherals should be used in the 
controller ports or memory card slots. 


HANDLING YOUR PLAYSTATION®2 FORMAT DISC: 

e This disc is intended for use only with PlayStation®2 consoles 

with the NTSC U/C designation. 

Do not bend it, crush it or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 
Be sure to take an occasional rest break during extended play. 

Keep this compact disc clean. Always hold the disc by the edges and 
keep it in its protective case when not in use. Clean the disc with a lint- 
free, soft, dry cloth, wiping in straight lines from center to outer edge. 
Never use solvents or abrasive cleaners. 
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"The copyrights of this game belong to KONAMI CORPORATION 
and Konami Computer Entertainment Studios, Inc." 


MEMORY CARD slot 2 
MEMORY CARD slot 1 


(OPEN) button 


Set up your PlayStation®2 computer entertainment system 
according to the instructions in its Instruction Manual. Make 

_ sure the MAIN POWER switch (located on the back of the 

~ console) is turned on. Press the standby/RESET button. When 
- the power indicator lights ‘Up, press the open button and the 

_ disc tray will open. Place the K-1 World Grand Prix disc on 
the disc tray with the label side facing up. Press the open 

_ button again and the disc tray will close. Attach game 
controllers and other peripherals, as appropriate. Follow on- 
screen instructions and refer to this manual for information on 


-_using the software. 


CONTROLLER 


DUALSHOCK®2 Analog Controller 
The following button controls are the default settings (button 
configuration Type A). See Button Settings Pg. 11 


Button [GER Button 
Button [GES Button 
Directional Button 
Select menu options 
@® Button 


left analog stick Cancel menu selection 


(L3 button when pushed down) __ 


™@, Button © Button 
ANALOG Mode Switch © Button 
©. Button Accept menu selection 


right analog stick 


(R3 button when pushed down) @® Button 


The game can be played using the DUALSHOCK® analog 
controller, DUALSHOCK®2 analog controller, or a standard 
controller. Button commands are the same for all controllers. 
When playing a one-player game, insert the controller into the 
PlayStation’2 controller port 1, and when playing with two 
players, insert controllers into the controller ports 1 and 2 on 
the game console. The game cannot be switched between 
analog mode and digital mode. The mode indicator is always 
red, regardless of whether the vibration function has been 
turned 

on or Off. 


See Vibration Function Pg. 11 


- Taunt - Combination 
- Defense + Attack Button 
GER - Knockout Blow 
+ Attack Button 
directional buttons - 
Move Fighter/ 
Aim Attack or Defense 
left analog stick - @ - Right Punch 
tare Move Fighter/ 
Aim Attack or Defense © - Right Kick 
.™, - Switch Camera Angle © - Left Kick 
@,, - Pause 
@ - Left Punch 


Menu ScREEN CONTROLS 
' Directional buttons: select items 

@ button: enter, advance to next screen 

® button: cancel, return to previous screen 


ATTACK CONTROLS 
® button: right punch (RP) 

® button: left punch (LP) 

© button: right kick (RK) 

@& button: left kick (LK) 


® +@ buttons: Neck Hold 

Neck Hold: When close to an opponent, simultaneously press 
the 

® and @ buttons (punch and kick of fighter’s strong side). 


Fighter grasps the opponent and knees and punches the 
opponent's body. 


@® + € buttons: Clinch 
Clinch: When close to the opponent, simultaneously press the 
® and ® buttons (punch and kick of fighter’s weak side). 


Fighter closes the distance to the opponent and avoids the 
opponent's attack. = 


*The button commands for Neck Hold and Clinch are for 
orthodox (right-handed) fighters; button commands are opposite 
for southpaw (left-handed) fighters. = 


GEE button + Attack button: AT combo 
AT Combo: Simultaneously press the [EB button and any one of 
the attack buttons. 


Fighter automatically carries out a combination attack. 


AT combo command is not recognized if the directional button 
is pressed at this time. = 


button + Attack button: KO move 
KO Move: Simultaneously press the button and any one of ~~ 
the attack buttons. 


Fighter unleashes an attack that is more likely to result in a KO. 


*AT combos (automatic combination) and KO Moves are 
different for each fighter. Also, these moves cannot be used 
when the fighter has run out of stamina. 


DEFENSE CONTROLS = 
button + directional button: Guard = 
Press the directional button up to guard your head. — 


Press the directional button down to guard your body and legs. 


Press the directional button toward your opponent to duck from 
Suarding stance. 


Press the directional button away from your opponent to sway 
from guarding stance. 


+ [GEE buttons: O-Guard 
Press buttons at the same time an opponent attacks to throw = 
the opponent off balance and counterattack. 


TAUNT 


+SEE: Taunt : 
— Perform taunt move unique to each fighter. 


_ FigHTER MOVEMENT 

— directional buttons/left analog stick: move (all directions) 
= To step in or out, press the directional buttons twice in same 
direction. To move diagonally, press the directional buttons in 

_ two directions at once (left diagonal movement: simultaneously 
press up and the right directional button). 


~ Use the directional buttons (or left analog stick) and an attack 
__ button or a defense button simultaneously to attack or defend 
__ high, middle, or low. 


~ Up directional button (high): attack/defend head 
~~ Down directional button (middle/low): attack/defend body or leg 


- How To GET UP WHEN DOWNED 
- When downed by head attack: 
Press the & button to stop the pointer. 
_ Stop the moving pointer inside the green zone. 
— The pointer moves faster when the player HP (Hit Point) level is 
low. 


green zone 


__ When downed by 
__ a body or leg attack: 

i / Repeatedly press any button until gauge rises to the target 
| point. 


*The down gauges are displayed after a fighter has been 
downed by an opponent. Get up off the canvas using the above 
controls. A fighter that does not rise up before a count of 10 
loses by KO. 


target point 


RULES a 


The following rules apply for matches in this game. 


GRAND PRIX RULES 
Challenge Match/First Round: 
Five three-minute rounds, three knockdown rule in effect. 


Final Round: 
Three three-minute rounds, two knockdown rule in effect. 


If winner does not emerge after three rounds, the match is 
extended for a maximum of two rounds. 


For Final Round only, three three-minute rounds and three 
knockdown rule in effect. The match is extended for a maximum 
of two rounds. 


CHAMPION’S REVOLUTION RULES 
Challenge Match/First Round: 

Five three-minute rounds, three knockdown rule in effect. 
Downed fighters lose by KO after a 10 count. 


Final Round: 
Three three-minute rounds, two knockdown rule in effect. 
Downed fighters lose by KO after a 10 count. If winner does 
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=: not emerge after three rounds, the match is extended for a 
_ maximum of two rounds. 


- For Final Round only, three three-minute rounds and three 
| knockdown rule in effect. The match is extended for a 
~ maximum of two rounds. 


— EXHIBITION RULES 
One Night Tournament: 
_ Three three-minute rounds, two knockdown rule in effect. 
~~ Downed fighters lose by KO after a 10 count. 


an If winner does not emerge after three rounds, the match is 
extended for a maximum of two rounds. 


For Final Round only, three three-minute rounds and three 
knockdown rule in effect. Match is extended for a maximum of 
two rounds. 


— Super Fight: 

_ The number of rounds (1 to 5) and number of downs (1 to 3) 

can be freely set. Downed fighters lose by KO after a 10 count. 
_ A draw occurs if a winner is not determined after five rounds. 


Team Battle: 

The number of rounds (1 to 5) and number of downs (1 to 3) 

_ can be freely set. Downed fighters lose by KO after a 10 count. 
___ A draw occurs if a winner is not determined after five rounds. 


~ TRIAL RULES 

. Time Trial Fight: 
Five three-minute rounds, three knockdown rule in effect. 
Downed fighters lose by KO after a 10 count. 


— fron Man Fight: 
7 Five three-minute rounds, three knockdown rule in effect. 
__ Downed fighters lose by KO after a 10 count. 
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REVIVAL 
Match conditions depend on the match that is being reenacted. 


MAIN MENU ——— © 


Press the &. button at the Title Screen to 
bring up the Main Menu. The game 
modes are selected from the Main Menu. 


GRAND PRIX 

In this mode, players participate in the = 
challenge matches, the First Round, and the Final Round on the 
way to the K-1 championship. See pg. 14 — 


CHAMPION’S REVOLUTION = 
In this mode, the player develops characters by training and 
fighting in matches on the way to the K-1 championship. 

See pg. 14 


EXHIBITION 

In this mode, players are free to select the match format and 
opponent, and can play against the CPU, against one another, 
and can also observe matches. See pg. 19 


TRIAL - 
In this mode, the player aims to break existing match records, 

such as the match clear time and number of opponents : 
defeated. See pg. 21 = 


REVIVAL E 
In this mode, famous matches and famous match scenes aa 
are reenacted. 


You, the player, become one of the fighters. See pg. 22 = 


EXTRA GAMES 
In this mode, various training scenarios and bonus games 
can be played. 


*This mode cannot be played when the game is first started. It 
is available only after certain conditions have been fulfilled in 
the Champion’s Revolution mode. See pg. 22 


FIGHTER’S Museum 
In this mode the profiles and video footage of the K-1 fighters 
can be viewed. See pg. 22 


OPTIONS 
Change the various game settings and save/load game data. 


OPTIONS ee 


From the Options Menu, it is possible to 
change the various settings and save and 
load game data. 


GAME SETTINGS 
Set the game parameters of 
K-1 World Grand Prix. 


CPU: 
Set the difficulty level of the computer controlled opponents. 
*The difficulty level does not apply to Trial or Revival modes. 


INFORMATION 
Set the display settings for the gauge and timer, and for 
pre-match entrances. 


Gauge: Turn the life gauge in matches on/off. 
Timer/Info: Turn display of the timer and information on/off. 
Entrance: Turn pre-match entrances on/off. 
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CONFIGURATION 
Change the controller settings. 


Controller: Set to 1P/2P. 

Vibration: Turn vibration on/off. 

Button Settings: Select either type A, type B, type C, or 
custom settings. 


*Choose custom to freely set the button settings. 


SOUND 
Change the in-game sound settings. 


Audio: Set to Stereo/Monaural. 

Japanese Commentary: Japanese commentary on/off. 

Sound Effects: Set the realism of the sound effects when — 
fighters are hit to real/game effects. 


Music 
Listen to the game music. 


Music: Select the music track to play. 


SAVE & LOAD 
Save and load game data. 


Save: Save game data. 
Load: Load game data. 
Auto-save: Turn auto-save on/off. 


*From this screen, save and load can be performed only for 
system data. i 


*Player data can be saved/loaded only in the Champion’s 
Revolution mode and through auto-save when fixed conditions 
are met. 


Condition Gauge 
Stamina Gauge 


Down Marker 


Round number and time 
__ Hit Point Gauge 
Displays the current player’s strength. 


Condition Gauge 
__ Displays accumulated damage to head, body, and legs by color 
(green to red). 


Stamina Gauge 

_ Fighter stamina is consumed when a technique is used. When 
= _ the stamina gauge is reduced to zero, the fighter’s attack 

= __ response drops and he cannot use AT combos or KO moves. 


*Stamina is automatically recovered when not attacking. 


Down Marker 
“Down” is displayed when the fighter is knocked down. 


BETWEEN ROUNDS 
Interval Commands 
Between rounds, commands for 
the upcoming round can be input. 
~ A command is entered during the time 
that button selections are shown on 
the screen. 


Commands 
® button: Aim for a KO: Damage is not recovered, but 
attacking power is increased. 


© button: Normal Recovery: Fighter damage is recovered 
evenly. 


® button: Body Recovery: Emphasis on recovery of damage 
to torso. 


@ button: Low Recovery: Emphasis on recovery of damage to 
legs. 


*If no button is pushed, then the selection for the © button, 
Normal Recovery is selected by default. 


THE PAUSE SCREEN 
Press the START button during a match to bring up the Pause 
Screen. 


Resume: Resume the current match. 

Techniques: Confirm button commands for techniques. 
Control Setup: Change button settings. 

Throw in Towel: End the match. = 


*When “Throw in Towel” is selected in the Grand Prix mode, the 
game is ended. 


TECHNIQUES 
The Techniques display can be switched between categories for 
viewing ease. 


button: Toggle (Switch List): Switch between display of 
normal moves and KO moves. 


® button: Rearrange: Press button to rearrange list by 
command, button, point, and name. 


*"Point” represents area where damage is inflicted. H: head, 
M: boay, L: legs 


Enpina A MAtTcH 

To end a match, press the START button to bring up the pause 
menu and select “Throw in Towel” and then “Yes” to end match. 
When you lose a match, “Revenge?” is displayed on the game 
screen. Select “Yes” to rematch and “No” to end game. 


GRAND PRIX 


In Grand Prix mode, players participate in the challenge match, 
the First Round, and in the Final Round on their way to the K-1 
championship. 


SELECT FIGHTER 
Directional button: select fighter 


@ button: OK 
® button: Back 


OPPONENT DISPLAY SCREEN 
€ button: start match 


CHAMPION’S REVOLUTION 


In Champion’s Revolution mode, the player develops characters 
through training and fighting in matches on the road to the K-1 
championship. 
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New GAME 


Start a new game 
from the beginning. 


CONTINUE 

Continue game from previously saved game data. Data in which 
a character has been developed can be selected to further 
develop that character. 


*Game data in which characters have been developed to the 
highest possible abilities are highlighted in orange. Also, 
characters that have been developed can be loaded from the 
fighter selection screen and played in Exhibition mode. 


SAVING AND LOADING PLAYER DATA 


Directional buttons: select player data 


Load Player Date SLOT,1 
@ button: OK noe ol Pag a 


® button: Back 


{- 


Menu Ano CHARACTER PARAMETER SCREEN 
Switch display with the @ button to enter fighter abilities. 


Fight matter 2nd Challenge Match 
Start the match. : 


45 


Training 
Start fighter training. 


exits _2Nd Challenge Match 
— 


*See Training Pg. 17 for more 
information. 


Rest 

Recover damage to the fighter. cota “Sie mabe 
_ Ranking 

See the rankings by category. 


Press the or buttons to switch 
the display. 


-_*These rankings are for the 1-1 RANKING 
game and change according to 
match results. 


Save 
Save game results. 


*The game cannot be automatically saved until the Challenge 
Match is over, even if Auto-save has been turned on. 


*Make sure to save before ending the game. 


End 
End the game. 


DEVELOP PARAMETERS 

The maximum value of each ability parameter is changed based 
on the fighter’s performance in a match (portion shown in red). 
By training, the fighter’s ability parameters can be raised up to 
this maximum value (green display is increased). 


*Note that a fighter’s abilities cannot be raised above the 
highest possible value, even by training. 
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Point TOTAL 

The point total changes depending on 
fighter performance in a match. If the 
total number of points is greater than 
1000 points, then the fighter earns the 
right to participate in the First Round. 


TRAINING 

A variety of training options are available. The goal of training is 
to not only master basic moves and techniques but also to 
increase a fighter’s current ability values. 


Power Training 
Fighter trains to increase punching power and kicking power. 


Stamina Gauge Distance Moved 


Instruction 


Response Training 
Fighter trains to increase technique accuracy. 


Next Instruction 
Number of 


Instruction Successful Tries 


Combination Training 
Fighter trains to increase combination accuracy. 


Number of Clears 


Instruction 


Defense Training 
Fighter trains to increase defensive ability. 


Number of Clears 


Number of 
Successful Guards 


Instruction 


Sparring 
Fighter trains in a match format. 


See The Match Screen, Pg. 12 for more information. 
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EXHIBITION 


In Exhibition mode, the player can freely choose fighters to 
play in a match. Players can also play against one another. 
Fighters that have been developed can be loaded and played 
in Exhibition mode. 


*When Random is selected the computer automatically chooses 
an opponent. 


*In this mode only, the fighter’s outfit can be changed. Hold 
down the [GEM button while choosing a fighter to change the 1P 
outfit and hold down the HEM button while choosing a fighter to 
change the 2P outfit. 


SUPER FIGHT — 
Play a single one-on-one match. 


Directional buttons: select fighter 

@ button: OK 

® button: Back 

® button: switch between player/CPU 


elafeleleis 
= ( 
§ 


*Press the START button on the 2P controller for the 2P player 
to enter. 


OnE NigutT TOURNAMENT 
Participate in an elimination tournament 
consisting of eight fighters. 


Directional buttons: select fighter 

@ button: OK 

® button: Back 

® button: switch between player/CPU 
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TEAM BATTLE 
Create a team to participate in a 
team match. 


Winner Advances 
The fighter remaining at the end of a 
match advances to the next match. 


*When selecting fighters, select Nothing to decrease the 
number of fighters. However, the leader cannot be removed. 


Round Robin 
Fighters of the same rank, from the lead-off fighter to the 
leader, fight against one another. 


- Rules/Venue Selection 
Set the number of rounds, the number of 
_ downs, and fighter endurance. 


Round(s): Set the number of rounds in 
the match from 1 to 5 


Down(s): Set the number of knockdowns 
allowed before TKO from 1 to 3 


_ Endurance: Set the level of endurance for each fighter 
independently to balance an uneven match-up. 


Select Venue: Select a venue from Tokyo Dome, Saitama 
. Arena, Fukuoka Arena, Nagoya Stadium, Las Vegas, or Random. 
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TRIAL ce 


In Trial mode, player fights against the clock in Time Trial Fight, and ~ 
tries to defeat as many opponents as possible in Iron Man 
Fight. 


TimE TRIAL FIGHT 
Player attempts to defeat 12 opponents in the shortest time 
possible. 


Total time shown at the bottom left of the 
screen. i 


*It is possible to continue after losing, 
but the total match time is carried over. 


Total Time 


TRON MAN FiGgutT 


Try to defeat as many opponents 
as possible. 


This mode is ended when the 
fighter loses. 


RANKING 


View the records for Time Trial Fight and 
Iron Man Fight. 


UP/DOWN directional buttons: 
scroll 


LEFT/RIGHT directional buttons: 
switch record 


- When all matches in the level have been 


REVIVAL = 


In Revival mode, famous matches and famous scenes that have 
actually taken place are reenacted. Matches are cleared by 
fulfilling certain conditions that must be met. 


*Initially only Level 1 can be selected. 


REVIVAL 


cleared the next level can be selected. 


EXTRA GAMES = 


In this mode, various training scenarios and bonus games can 
be played. 

*This mode cannot be played when the game is first started. It 
becomes available after certain conditions have been met in 
Champion's Revolution. 


FIGHTER’S MUSEUM | 


In the Fighter's Museum, information on the K-1 fighters and 
videos can be viewed. 


Fighter Menu FIGHTERS — 
and 8 buttons: war TF ee 
switch fighter image t 


© button: Playback Movies 
® button: Back 


*Movies can be viewed only after certain game modes have 
been cleared. 


ee 


SAVING AND LOADING — 


Choose the Save and Load selection 
from Options to save, load, and auto- 
save. 


SAVE 
Save game data. 


Select either MEMORY CARD slot 1 or 
slot 2 and save data. 


*This save only applies to system data. Player data can be 
saved by selecting Save in the Champion’s Revolution mode. 


Loap 
Load game data. 


Select either MEMORY CARD slot 1 or 
slot 2 and load data. 


AUTO-SAVE 
When auto-save is turned on, game data 
is saved automatically. 


*Auto-save corresponds to MEMORY 
CARD slot 1 only. 


*Note that player data is automatically saved only after the 
Challenge Match is over. 


SYSTEM DATA 
At least 147 KB of available space is necessary to save 
game data. 


Please do not remove the memory card (8MB)(for 
PlayStation®2) or turn off the main component while data is 
being loaded or saved, as this may result in loss of data. 
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THE K-1 FIGHTERS __ 


_ Meet the K-1 fighters and learn their moves. For additional 
_ information about each K-1 fighter, see the Fighter’s Museum 
_ Mode from the Main Menu. 


A detailed list of all fighter moves can be viewed by calling up 
Techniques from the Pause Screen during a match. 


_ Attack buttons are abbreviated. 


___ LP: left punch 
LK: left kick 

RP: right punch 

~ RK: right kick 


Arrows indicate a direction on the directional button. 


*The directional buttons and the left analog stick can both be 
used. Diagonal arrows can be entered by pressing two 

_ directions on the directional button at the same time. (For 

~ example, the diagonal arrow # means that ™ and t on the 

~ directional button should be pressed simultaneously.) 


Commands shown are for when the fighter is on the left side of 
the screen (fighter’s right side is shown). 


For more information about the K-1 fighters, see the 
_ Fighter’s Museum from the Main Menu. 
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ERNEST HOOST 


Holland / Vos Gym / Kickboxing 


Born: July 11, 1965 
Height/Weight: 6’2”, 235 Ibs 


Titles: 
K-1 World GP ’97, ’99, 2000 Champion 


Orthodox (right-handed) 


Normal Moves: 
Hook: t, LP 

Short Body: ¥, LP 
Straight: RP 
Uppercut: %, RP 
Low Kick: %, LK 
Knee Kick: #, LK 
Front Kick: RK 
Middle Kick: ®, RK 


KO Moves: 

Straight: + LP 

Body Straight: GH + #, RP 
Knee Kick: + LK 
Step-in Low Kick: GiB + RK 


AT Combos: 

Jab - Straight - Low Kick: ar PD 

Jab - Straight - High Kick: GE + RP 

Right Left Hook — Uppercut: GEE + LK 

Jab — Straight - Body — Low Kick: GEE + RK 
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JEROME LE BANNER 


France / Boerboel & Tosa Gym / Boxing 
Born: December 26, 1972 
Height/Weight: 6’2”, 270 Ibs 


Title: 
.S.K.A. Super World Heavyweight 
Muay-Thai Champion 


Southpaw (left-handed) 


Normal Moves: 
Straight: LP 


_ Hook: #, LP 
_ Jab: RP 


Short Body: ¥, RP 
Quick Kick: #,LK 
Low Kick: %, LK 
Front Kick: RK 

Side Kick: ™, ®, RK 


KO Moves: 

Banner Straight: +-LP 
Step-in Hook: GEE + RP 
Middle Kick: + RK 
High Kick: GEB + LK 


AT Combos: 

Step-in Hook- Left Right Hook -— Uppercut: GBB + LP 
Straight - Hook - Straight: + RP 

Straight — Jab — High Kick: GEM + LK 

Step-in Jab — Straight — Jab - Straight: GEA + RK 
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MARK HUNT 


New Zealand / Liverpool Kickboxing Gym / 
Kickboxing 


Born: March 23, 1974 
Height/Weight: 5’8”, 280 Ibs 


Title: 
kK-1 World GP 2001 Champion 


Orthodox (right-handed) 


Normal Moves: 

Jab: LP 

Body Hook: ¥, LP 
Hook: *, LP 

Uppercut: %, RP 

Front Kick: LK 

Middle Kick: ™, LK 
Quick High Kick: %, RK 
Low Kick: %, RK 


KO Moves: 

Step-in Hook: + LP 
Step-in Straight: + RP 
Left Knee Kick: + LK 
Right Knee Kick: + RK 


AT Combos: 

Step-in Jab — Straight - Low Kick: GE— + LP 

Jab — Straight — Right Knee Kick: GE—+ RP 

Long Hook - Right Left Hook - Uppercut: + LK 
Jab - Straight - Body — Low Kick: GEE + RK 
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“MIRKO CRO COP 


| Croatia / Cro Cop Squad Gym / Boxing 


Born: September 10, 1974 
Height/Weight: 6’1”, 225 Ibs 


Title: 
____|.K.B.F. World Full Contact 
_ Heavyweight Champion 


— Southpaw (left-handed) 


~ Normal Moves: 
| Straight: LP 

_ Uppercut: %, LP 
Jab: RP 
Step-in Jab: ™, ®, RP 
Middle Kick: LK 
Step-in Low Kick: %, LK 
Quick High Kick: %, RK 
Axe Kick: %, %, RK 


KO Moves: 

Step-in Straight: + LP 
Overhand Hook: + RP 
Left High Kick: GB + LK 
Right High Kick: + RK 


, AT Combos: 
Jab — Straight — High Kick: + LP 
Long Hook - Hook Right -Left Long Hook: GEB + RP 
Straight - Jab — High Kick: GEM + LK 
Step-in Straight - Jab — High Kick: GEE + RK 


MUSASHI 


Japan / Seido Kaikan / Karate 


Born: October 17, 1972 
Height/Weight: 6’, 220 Ibs 


Titles: 
K-1 Japan GP ’99, 2000 Champion 


Stance Switcher 
*When stance is switched, left and right buttons 
are reversed. 


Normal Moves: 

High Straight Punch: LP 

Short Body: ¥, LP 

Hook: t%, RP 

Front Kick: LK 

High Kick: %, LK 

Switch Middle Kick (switch move): ™, RK / ™, LK Soe 
Musashi Back Middle Kick (switch move): Sway, RK / Sway, LK 
Switch Stance: LK + RK (Simultaneously) 


KO Moves: = 
Middle Punch: + ¥,LP 

Looping Hook Punch: GB + RP 

Musashi Middle Kick: GER + LK 

Jumping Knee Kick (switch move): GE + RK / GEE+ LK 


AT Combos: — 
Straight — Hook: GEE + LP “ 
Straight — Low Kick: GE + RP 
Straight — Jab — Front Kick: + LK 
Straight — Middle Kick: GB + RK 
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PETER AERTS 


Holland / Mejiro Gym / Kickboxing 


Born: October 25, 1970 
Height/Weight: 6’3”, 233 Ibs 


Titles: 
K-1 Grand Prix ’94, ’95, ’98 Champion 


Orthodox (right-handed) 


Normal Moves: 
Jab: LP 

_ Uppercut: %, LP 
Straight: RP 
Short Body: ¥, RP 
Front Kick: LK 
Low Kick: %, LK 
High Kick: #, RK 
Knee Kick: #, RK 


KO Moves: 

Long Hook: LP 

Step-in Straight: + RP 
Step-in Middle Kick: + LK 
Step-in High Kick: + RK 


AT Combos: 

Jab — Straight - Low Kick: + LP 
Long Hook - Chopping Right: + RP 
Jab — Straight- Knee Kick: + LK 
Jab — Straight- High Kick: GER + RK 
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RAY SEFO 


New Zealand / American Present Boxing 
Gym / Kickboxing 


Born: February 15, 1971 
Height/Weight: 5’9”, 232 Ibs 


Title: 
K-1 World GP 2000 Finalist 


Orthodox (right-handed) 


Normal Moves: 

Jab: LP 

Body Hook: ¥, LP 

Hook: *, RP 

Ducking Uppercut: Duck, %, RP 
Quick High Kick: %, LK 

Quick Low Kick: ¥, LK 

Middle Kick: RK 

Knee Kick: #, RK 


KO Moves: 

Step-in Hook: tsp 
Boomerang Hook: + RP 
Low Kick: + LK 

Step-in Low Kick: + RK 


AT Combos: 

Step-in Jab — Straight - Low Kick: G8 + LP 

Jab — Straight- Middle Kick: GEB + RP 

Right Left Hook - Boomerang Hook: + LK 

Jab — Right Left Hook- Boomerang Hook: + RK 


— STEFAN LEKO 


= Germany / Master’s Gym/ Kickboxing 


— Born: June 3, 1974 
_ Height/Weight: 6’1”, 211 Ibs 


- Title: 


K-1 World GP 2001 in Las Vegas Champion 
Orthodox (right-handed) 


~ Normal Moves: 


Jab: LP 
_ Uppercut: %, LP 


__ Short Body: ¥, RP 


Backhand Blow: Sway, RP 
Quick High Kick: #, LK 
Step-in Middle Kick: ™, ™, LK 
Middle Kick: RK 

Knee Kick: #, RK 


KO Moves: 

Long Hook: +LP 
Corkscrew Blow: + RP 
Low Kick: GE + LK 

Step-in High Kick: + RK 


AT Combos: 

Jab — Straight - Low Kick 1: GEM + LP 
Jab — Straight- High Kick: + RP 
Jab — Straight — Low Kick 2: +LK 


~ Left Right Straight - Long Hook - Straight: GEE + RK 
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CREDITS 


KONAMI OF AMERICA, INC. 


PRESIDENT 


C.0.0. 


V.P. OF OPERATIONS 


V.P. OF MARKETING 


V.P. OF SALES 


DIRECTOR OF MARKETING 


DIRECTOR OF MARKETING 
COMMUNICATIONS 


PRODUCT MANAGER 


SENIOR PR MANAGER 


SENIOR CREATIVE SERVICES 
MANAGER 


PACKAGE DESIGN AND LAYOUT 


LIAISON GROUP MANAGER 


INTERNATIONAL PRODUCT 
MANAGER 


INTERNATIONAL LICENSING 
MANAGER 


TOMMY GOTSUBO 
GEOFF MULLIGAN 
LINDA STACKPOOLE 
CHRIS GARSKE 
CATHERINE FOWLER 


RICK NAYLOR 


CHERRIE MCKINNON 
JUSTIN KUBIAK 


TAMMY SCHACHTER 


MONIQUE CATLEY 
PHILIP TRAVISANO 


TAKESHI MINAGAWA 


MONIKA HUDGINS 


AYAKO MINAGAWA 


SPECIAL THANKS: 
KATHIE TOMPKINS, BARBARA LOO, MIKE DOBBINS, LEE 

~ ALLISON VERDECKBERG, DOUG REBERT, MARGO WILLIAMS, 
— ROB GOFF; PETES: NGUYEN, KEN OGASAWARA, MICHELLE 
= PETERS = 


=== = a 


PROMOTER SCOTT COKER 


PR/PROMOTIONS MANAGER GEOFF MOSS 
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WARRANTY 


Konami of America, Inc. warrants to the original purchaser of this Konami software product 
that the medium on which this computer program is recorded is free from defects in materials 
and workmanship for a period of ninety (90) days from the date of purchase. This Konami 
product is sold “as is," without express or implied warranty of any kind, and Konami is not 
liable for any losses or damages of any kind resulting from use of this program. Konami 
agrees for a period of ninety (90) days to either repair or replace, at its option, free of charge, 
any Konami product, postage paid, with proof of date of purchase, at its Factory Service 
Center. This warranty is not applicable to normal wear and tear. This warranty shall not be 
applicable and shall be void if the defect in the Konami software product has arisen through 
abuse, unreasonable use, mistreatment, or neglect. 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER 
REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE 
KONAMI. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, 
INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR 
PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO 
EVENT WILL KONAMI BE LIABLE FOR ANY SPECIAL INCIDENTAL OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS KONAMI 
PRODUCT. 


Some states do not allow limitations as to how long an implied warranty lasts and/or 
exclusions or limitations of incidental or consequential damages so the above limitations 
and/or exclusions of liability may not apply to you. This warranty gives you specific rights, 
and you may also have other rights which vary from state to state. 


If you experience technical problems with your game, please call our Warranty Services 
number at (650) 654-5687. 


Konami of America, Inc. 
1400 Bridge Parkway 
Redwood City, CA 94065 


CONSUMER SUPPORT 


If you feel stuck in the game, or just need a boost, don't worry! You can call the Konami 
Game Hint & Tip Line for help on this software and all fine Konami products. 


Konami Game Hint & Tip Line: 1-900-896-HINT (4468) 
* $0.95 per minute charge 

* $1.25 per minute support from a game counselor 

* Touch tone phone required 

* Minors must have parental permission before dialing 


Hints are available 24 hours a day. Live support Monday-Friday 9:00 A.M. to 5:30 P.M., 
Pacific Time. Prices and availability are subject to change. U.S. accessibility only. 


Become a KONANM I. . 


lav 
Go to www.konami.com/usa to register your KONAMI games 
and get exciting news and information from KONAMI. 


yv 


When you register your game you will be automatically 
entered into monthly drawings to get FREE games! 


EGER - Combination 
+ Attack Button 


EGE - Knockout Blow 
+ Attack Button 


WB - Defense 


ZxooKS wna 


directional buttons - 
Move Fighter/ So 


Aim Attack or Defense = = 


ANALC 


@® - Right Punch 


left analog stick - 
Move Fighter/ 
Aim Attack or Defense 


™ - Switch Camera Angle 


© - Right Kick 
@ - Left Kick 


& - Pause 


@ - Left Punch 


